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OFFICIAL 



This official seal is your assurance that this product meets the 
highest quality standards of SEGA™. Buy games and accessories 
with this seal to be sure that they are compatible with the SEGA 
SATURN " SYSTEM. 

HANDLING YOUR SATURN DISC 

• The Sega Saturn disc is intended for use exclusively 
with the Sega Saturn™ system. 

• Do not bend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other 
source of heat. 

• Be sure to take an occasional recess during extended play, 
to rest yourself and the Sega Saturn compact disc. 

• Keep your Sega Saturn compact disc clean. Always hold by 
the edges and keep it in its case when not in use. Clean with 
a lint-free, soft dry cloth - wiping in straight lines from center 
to edge. Never use solvents or abrasive cleaners. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: Still 
pictures or images may cause permanent picture-tube damage 
or mark the phosphor of the CRT. Avoid repeated or extended 
use of video games on large-screen projection televisions. 

This product has been rated by the Entertainment Software 
Rating Board. For information about the ESRB rating, or to com- 
ment about the appropriateness of the rating, please contact the 
ESRB at 1-800-771 -3772. 

WARNING: READ BEFORE USING YOUR 
SEGA " VIDEO GAME SYSTEM. 

A very small percentage of individuals may experience epileptic 
seizures when exposed to certain light patterns or flashing lights. 
Exposure to certain patterns or backgrounds on a television 
screen or while playing video games may induce an epileptic 
seizure in these individuals. Certain conditions may induce pre- 
viously undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in 
your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symp- 
toms while playing a video game- dizziness, altered vision, eye 
or muscle twitches, loss of awareness, disorientation, any invol- 
untary movement, or convulsions- IMMEDIATELY discontinue 
use and consult your physician before resuming play. 
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VJeUome to ^ust-Z^-Move Z™: Arcade 
edition, the insanel'( fun bubble- 
busting puiile game, before we begin, 
have '(ou done 'jour homework? Fed the dog? 
Talked to 'four famil'f? ^'ecause once 'fou start 
plafmg ^ust-A-Move Z™ Arcade edition, time 
has a wa'f of vanishing, chores have a wa'f of 
being neglected, and -four loved ones have a wa'f 
of fading into the background... l) 0 take care 
of business, then let's get down to the 
fun stuff! And don't forget to eat! ej \ 




k>asi6 Pules 
Starting the 


6<ame 


4 

(« 

1 


Gam Modes 1 

One T’la'jer 12. 

Two Placers 13 

edit Mode i4 




Note: ^ust"A.-Move Z”: ^rea<^e edition is 
for one or two pla'fers. 

Z. Plate the ^ust-A^-Move Z™: A>reade edition dise, label 
side up, in the well of the CO tra'f and tlose the lid. 

■?. Turn on the TV or monitor and the “Dega ‘Datum’". 
The tjega tsaturn’" logo appears on screen. (If nothing 
happens, turn the S'fst^m off and matte sure it is set up 
correctl'f before turning it on again.) 

Important: Your 'oega Saturn” CO contains a securit'f 
code that allows the disc to be read, ee sure to Keep the 
disc clean and handle it carefull'f. If '(our Sega Saturn” 
S'fstem has trouble reading the disc, remove the disc and 
wipe it carefull'f, starting from the center of the disc and 
wiping straight out toward the edge. 
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^im bubbles with the D-PAD, / 
and fire them with the A, 

3, or C BUTTONS*. 

(*You can alter these button settings 
in the OPTION Screen.) 

Prett'i simple, eh? So simple that '(ou re 
free to concentrate on plafmg instead of 
learning a bunch of rules and controls. HecK, 'fou don't even 
need to looK at the rest of this manual, ^ut I'd appreciate it 
if -fou did. Keep me in good with the boss, fKnow? 

M|E«T er THE C4M^E: 

• The idea is to burst colored bubbles b'f linKing 
an'f three bubbles of the same color. 

• The game is over 
Dnce a bubble gets 
mowded ovm 
bottom line. 



• To be a top scorer, 
'(ou've got to bust 
as mau'i bubbles as 
possible! ^ut the 
real tricK here is 
learning how to strategical^ angle 'four shots. 

Onl>[ a lot of practice will hone 'four aim, end / A 
'four shame and assure 'four fame! *T 



Right D-Pad: move aiming Arrow to the right 

Up U-Pad: move aiming Arrow upwards 

Down D-Pad: move aiming Arrow horiz.ontall>( to the right 
or left, corresponding to the Arrows current direction. 

START: Starts/ Pauses/ p.esumes a game. 

MFdSvirjwneu 

A, B or C BUTTON Launch the bubble 

A Of C BUTTON Finaliie Selections 

B BUTTON Cancel Selection 

Left Shift: will finel'f tune aim to the left. \Mhen game 
is paused. Left Shift + U? or DO\MN will adjust the 
screen la'fout slightl'i upwards or downwards. 

Right Shift: will finel'f tune aim to the right. 

\Mhen game is paused, P-ight Shift + U? or DOWN will 
adjust the layout for the Score 
etc. upwards or downwards. 




Z BUTTON: Toggles 

l/R Shift BUTTONS (together): When 
game is paused, displa'fs commands. 




After the logo screens appear, a game demonstration 
begins. Press the STAP-T button to b'fpass the demo 
and get to the title screen. At the title screen, press 
the STAP-T button once more. The Came Select screen 
will appear, with these choices: Bust-A-Motfe 2X, 
Bu$t-A-Motfe 2 , Edit Mode and Option Mode. 

Selecting either ^ust-A-Move ZK or Z brings '(ou 
to the Came Select screen, where >(00 choose 
what tcind of game 'fou'd litie to pla'f. ? 

^ut first '(ou'll want to set '(our options! 





In OPTION MODE 

'fou tan change the 
game in lots of wa'(S: 

GAME LEVEL: ^et 

the overall sWll level: 
choose between 6as'(, 
Normal and Hard 
stcill levels. (Later 
on, '(ou can set the 
difficult'! of the game in each game mode.) 

MATCH POINT; t>et the number of games needed 
to win a match when two pla’fers are competing. 

HANDICAP: Turn Handicap ON/OFF while pb'fing 
in the Two Tla'fer mode. 

MUSIC VOLUME: Adjust the music volume level 
heard during pla'f. 

SE VOLUME: Adjust sound effects volume level. 

SOUND: "Delect either stereo or monaural sound output. 

MUSIC TEST: Listen to the music used in pla^. Toggle 
through the sample numbers, then press the A F’UTTON 
to listen to the sample. 

SE TEST: Listen to the sound effects used in pla*!. 
Toggle through the sample numbers, then press the 
A F>UTTON to listen to the sample. 



CONTROLLER CONFIG: 


6ach pla'ier can choose from three pre set controller 
configurations. Toggle through the settings b*! pressing 
LeFT or F.I61HT on the D -Fad. tress the ?>TAFT j 
BUTTON to return to the options screen. 

SPECIAL DEMO: Alters the demo screen's settings, j 
V^hen 'jou choose, "Timer," the duration of the 
demo will be automaticall'i set b-j the in -built 
clocK housed in the main frame. 

EXIT: P-eturns '(ou to the 6iame Select screen. 



\Mhen '(OU choose the 6dit Mode in the 6iame Select 
screen, it will talce '(ou to the 6dit screen, where '(ou 
can create ^our own great bubble puz.iles--up to 
■^o of them! (See page 15 for details.) 
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' '^ust-^-Move ZX and &ust-A>-Move Z 
offer different sereens/maps for twice 
the challenge! Just when '(ou thinK 'fou ve 
got the game mastered, there's a whole nother 
one! Chectc out 'Puzzle 6iame, 'Pla'(er Vs Computer 
and Pla-jer Vs ?la'(er modes - - is there such 
a thing as too much fun?" 



the Puzzle 
mode and 
ve got a ton of 
ei^citement on '(Our 
iMorK ^our 
through the 
alphabet, as the 
get tougher 
tougher to solve! 
Hie right move at the right time is the difference between 
earning a guicK time bonus and being buried alive in 
bubbles! Nn unexpected strateg'f ma>( wortc wonders! 
After '(OU select Puzzle game, '(ou will be taKen to the Level 
Select Screen. After choosing the difficult'! level, '(ou will 
find '(ourself on the bourse Selection Screen. 

(f • 6ach lettered course consists of five screens. 

I Master all five and '(ou go on to the next set of five. 



• choose 
with the P- 
press the A 

• \Mhen '(ou have finished the last 
round, -(OU have completed the 
game. 6iood lucK! 



bubble 


Neill bubble 


Your Charader 


CONTINUE: V^hen a bubble sintcs below the dead-line, 
the game is over. If '(ou have an'( credits remaining, 

'(OU can resume pla'(ing the game from where the game 
ended b'( simp^ pressing the STAP-T BUTTON 
during the ^ONTINUC count-down. . ^ 




mfiM 

' 

\ Thtre are t)pe6ial bubbles that tan 

show up at au'f time, either in the 
bubble frame or in '(our shooter cue. 
NX Use '(our head when aiming them— 
the>( tan reall'f help! Different bubbles 
show up depending on what game 
mode '(ou choose. 

Star Bubble: The “btar bubble bursts all the 
bubbles of the color it first touches. For ewmple, if it 
striKes a red bubble first, all the red bubbles will be 
eliminated. It has no effect on other ^>pecial l^ubbles. 

Metal Bubble: This heav^ Metal bubble destro'js all 
bubbles it touches on the wa'f to the top. 

Jama Bubble: You can't bust this one! You must drop 
it b'( busting its neighbors. 

Jama Block: This blocK will never disappear! You can't 
drop it, because bubbles stictc to it! 



hm mm. 

li Ibl' m.V' 

in MoS 


EMny: 

When '(our score in a 
?uiile 6iame or Tb'fer 
Vs. Computer game is 
among the best scores, 
'jou can choose and 
enter up to three 




characters. Tress L6FT or F.I61HT on the D-Tad to 
toggle to the letter fou want, then enter it b'f 


\ toggle to tne letter fou v 
\ \ pressing the ^ BUTTON 



H^MTEE V4 

Ce^EEVTER' 

When <{00 choose Placer Vs. Computer 
in the Mode “belect Screen, -fou will 
be talcen to the Level t>elect Screen. 

(When the Timer reads 0, the level 
will be set wherever the cursor is 
stationed at that time.) 

• Practice: ^ practice game is just 

three rounds, with the aiming 
pulsor guides ON. 

• Normal and Hard: Normal and 
Hard levels feature IZ screens in total. 


Ill 

y 
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EVU# FEE EME H4j^yEE 
V# CE4I^TEE 

TViis is a Do-Or-Die scenario. When 'fou defeat 
one computer opponent, the neiit challenger will / 
appear. If '(ou are defeated, the game is over. 

^ust enough bubbles at the same time and '(ou . 
can dump them on '(our opponent's side— 

the ultimate move! 



EV/Tim IN 

h second pla>(er 
can bust in to join 
a 1 pla'fer game 
that's underway b'f 
pressing the 
Start button C ^ 
on the |2- 


'' ^ controller that is not in pla'f. 

- ' ? \ The pb'fer who wins the 

• ^ game can resume pla'fing 

yi ) the previous game. 

Special bubble: Star bubble. 



6nem'f t-haracter 


N4^yER V# MAyER 

\Mhen '(ou select ?la'(er Vs. Fla'fer, '(ou will be taKen to 
the Level Select Screen. Mter choosing the game level, 
the game will start. The pla'jer who wins the number of 
games set at the OPTION Screen will be the champion. 
^s in Pla'jer Vs. Computer, '(ou can jettison bubbles into 
'four opponent's field. 

Practice: Practice against a live opponent, using the 
aiming pulsor. 

Normal: This level is the default— it's tough, but 
not too tough. 

Variety: Tr'f this level for an awesome 
strategic challenge! 
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\Mhen 'fou select 6dit Mode in the 
6iame Selection screen it will taKe 'fou 
to the edit menu screen, choose Ma 
A Map to create a new map or edit an 
old one. To pb'f a previousl'f saved 
map (or series of maps), select Play. 

PLAYING THE SCREEN YOU MA 


P'asic rules are the same as in a Puiile 6iame. There 
are sb courses, A-F, with five rounds per course. Once 
'fou clear an entire course, 'fou are taKen to the bourse 
Selection screen and transferred to the nei^t course. 
Upon completing the F -course, the game concludes. 
Unless 'fou maKe all thirt'f screens in advance, 
the game will conclude at the time all 
self-made courses have been beaten. 


HOW TO MAKE A PUZZLE SCREEN: 




-fou liKe to create an 
original screen. Tr'f 
writing words with 
matting wild 
patterns- -let 'four 
imagination run wild! 
In total, 'fou can 
save up to thirt'f 
(90) original 

<i/TP.P.n<; 


Place bubbles 


'•V-' ■% 


V 



V, 1 I. choose Ma\ce A Map and 
V , finaliie the selection. 

%. Move the cursor with the 
I D'?ad to position the bubbles. 

■?. choose bubble t'fpes from the 
toolbo>i using the L/p. Shift button. 
(The P bubble will maKe the color of 
the bubbles random) 

" 4. Press the A. or 6 P'utton to set the 

bubbles; '(ou can delete them with the ^ button. 

*You cannot test pla'( on a screen of onl'f a 
TAMA bubble and TAMA l^locK, or on a screen 
in which there are no bubbles touching the ceiling. 
(In the event that such a screen appears in Pla'f mode, 
the game will summaril'f conclude.) 




V^hen '(ou press the Start button in the Malie A Map screen, 
the 6dit options window appears. To select or deselect an 
option, press the A or 6 ^LITTON. Toggle settings with the 
D'PAD. If '(OU matce a mistalie or wish to return to the 
option window without completing an option function, press 
the BUTTON. 

ROUND SELECT: Select the rounds to be constructed. 
RANDOM COLOR: You can set random color. 



You can choose the color of 
a displa'jed bubble via the 
ON/OFF P»utton. ('fou cannot 
choose OFF for all colors) 


FIELD SIZE: When fou select field siie and finalize '(our 
selection, press the A or button to toggle between wide 
and narrow fields. 


MAP CLEAR: This will delete all the bubbles that are 
placed in the field. 

DATA COPY: Use this to ^op'( map data from 
one round to another. 

DATA EXCHANGE: e^hange map data with the 
designated round's edited data. 

TEST PLAY: You can test pla-j a round while editing (the 
one that is current^ being shown). If '(ou clear the round or 
lose the round '(Ou will return to the 6dit screen. To return 
to the edit screen during test pla'{, press the t button. 

LOAD: Loads saved 6dit Data (isH^oth screens). 


SAVE: Saves data (ist-^oth screens) that has 
been edited. 

EXIT: Peturn to Menu Screen. 
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ACCLAIM® LIMITED WARRANTY^' 

ACCLAIM warrants to the original purchaser only of this ACCLAIM software product 
that the medium on which this software program is recorded is free from defects in 
materials and workmanship for a period of ninety (90) days from the date of pur- 
chase. This ACCLAIM software program is sold “as is,” without express or implied 
warranty of any kind, and ACCLAIM is not liable for any losses or damages of any 
kind resulting from use of this program. ACCLAIM agrees for a period of ninety (90) 
days to either repair or replace, at its option, free of charge, any ACCLAIM software 
product, postage paid, with proof of date of purchase, at its Factory Service Center. 
Replacement of the software product, free of charge to the original purchaser (except 
for the cost of returning the software product) is the full extent of our liability. 

This warranty is not applicable to normal wear and tear. This warranty shall not be 
applicable and shall be void if the defect in the ACCLAIM software product has arisen 
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU 
OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 
NATURE SHALL BE BINDING ON OR OBLIGATE ACCLAIM. ANY IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MER- 
CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINE- 
TY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL ACCLAIM BE LIABLE FOR 
ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POS- 
SESSION, USE OR MALFUNCTION OF THIS ACCLAIM SOFTWARE PRODUCT. 

Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above 
limitations and/or exclusions of liability may not apply to you. This warranty gives 
you specific rights, and you may also have other rights which vary from state to state. 
This warranty shall not be applicable to the extent that any provision of this 
warranty is prohibited by any federal, state or municipal law which cannot 
be pre-empted. 

Repairs/Service after Expiration of Warranty- If your software product requires 
repair after expiration of the 90-day Limited Warranty Period, you may contact the 
Consumer Service Department at the number listed below. You will be advised of the 
estimated cost of repair and the shipping instructions. 

Acclaim Hotline/Consumer Service Department (516) 759-7800 

TAITO is a registered trademark of TAITO CORPORATION. BUST-A-MOVE 2™ is a 
trademark of TAITO CORPORATION. © TAITO CORPORATION 1996. All rights 
reserved. Big Hurt is a registered trademark of Frank Thomas and licensed for 
use to Big Hurt Enterprises, inc. Unauthorized use is strictly prohibited. Big 
Hurt Enterprises has granted a limited license to Acciaim Entertainment, inc. 
Officiaily licensed by the Major League Basebail Players Association MLBPA 
Logo © MLBPA MSA. Developed by Iguana Entertainment. Acclaim is a divi- 
sion and registered trademark of Acciaim Entertainment, inc. © 1 996 Acciaim 
Entertainment, inc. Ail Rights Reserved. Marketed by Acclaim. Distributed by 
Acclaim Distribution, Inc., One Acclaim Plaza, Glen Cove, NY 11542-2777. 


Patents: U.S. #’s 4,442,486/4,454,594/4,462,076/5,371,792; Europe # 80244; Canada 
#’s 1 ,183,276; Hong Kong # 88-4302; Singapore # 88-155; U.K. # 1 ,535,999. 


